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Proficiency 
Level Bonus Features 
Ist +2 Untold Knowledge, Mystic Sense 


2nd +2 Spellcasting, Potioncraft, Mystic Secrets 


3rd +2 Planear Awareness, Witch Coven 


Ath +2 Ability Score Improvement, Mystic Adaptability 


(Optional) 
5th +3 Mystic Secrets Upgrade 
6th +3 Arcane Sway 
7th +3 Witches Coven Feature 
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8th +3 Ability Score Improvement, Mystic Adaptability 


(Optional) 
9th +4 - 
10th +4 Knowledge Shift 
11th +4 Mystic Secrets Upgrade 


12th +4 Ability Score Improvement, Mystic Adaptability 


(Optional) 
13th +5 - 
14th +5 Arcane Dominance 
15th +5 Witch Coven Feature 


16th +5 Ability Score Improvement, Mystic Adaptability 


(Optional) 
17th +6 Ritual Astronomy 
18th +6 Advanced Mystic Sense 


19th +6 Ability Score Improvement, Mystic Adaptability 


(Optional) 
+6 Witches Coven Feature 


CLASS FEATURES 


As a Witch, you gain the following class features: 


Hit PoINts 

Hit Dice: 1d6 per witch level 

Hit Points at 1st Level: 6 + your Constitution modifier 

Hit Points at Higher Levels: 1d6 (or 4) + your 
Constitution modifier per witch level after 1st 


PROFICIENCIES 


Armor: Light armor 

Weapons: Simple weapons 

Tools: Alchemist Kit 

Saving Throws: Wisdom, Charisma 

Skills: Choose two from Arcana, History, Deception, 
Persuasion, Nature, Survival, Insight 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


¢ (a) a Quarterstaff or (b) Dagger 
¢ (a) Leather Armour or (6) Padded Leather Armour 
e Alchemist Kit and a componet pouch 


UNTOLD KNOWLEDGE 


At 1st level, you may apply ancient and forgotten 
knowledge to improve the chance of success in any 
mental endeavour you partake in. When you make any 
skill check that uses any Intellegence, Wisdom or 
Charisma based skill, you may use your bonus action to 
grant an additional 1d6 to your skill check. You may use 
this skill a number of times equal to your proficiency 
bonus and regain all uses at the end of a long rest. 


MystTIc SENSE 


At 1st level, you are able to use your deep knowledge of 
magic to recognise spells you know or have seen. When 
you see a spell being cast or a spell that is taking effect 
for the first time, you may use your reaction to instantly 
know the name, duration and level of the spell (the 
original spell level not a level that the spell is upcast to). 
You may use this skill a number of times equal to your 
Wisdom Modifier and regain all uses at the end ofa 
long rest. 


SPELLCASTING 


Your arcane research has benefited you in your ability to 


cast spells 


CANTRIPS 


You know two cantrips of your choice from the Witch 
spell list. You learn additional Witch cantrips of your 
choice at higher levels, as shown in the Cantrips Known 
column of the Witch table. 


SPELL SLOTS 


The Witch table shows how many spell slots you have to 
cast your Witch spells of 1st through 5th level. The table 
also shows what the level of those slots is; all of your 
spell slots are the same level. To cast one of your Witch 
spells of 1st level or higher, you must expend a spell 
slot. You regain all expended spell slots when you finish 
a short or long rest. 

For example, when you are 5th level, you have two 
2nd-level spell slots. To cast the 1st-level spell witch 
bolt, you must spend one of those slots, and you cast it 
as a 2nd-level spell. 


SPELLS KNOWN OF 1ST LEVEL AND HIGHER 


At 2nd level, you know two 1st-level spells of your 
choice from the Witch spell list. The Witch spell list 
consists of all spells that are shared by both the 
Warlock and the Wizard spell lists. 


The Spells Known column of the Witch table shows 
when you learn more Witch spells of your choice of 1st 
level or higher. A spell you choose must be of a level no 
higher than what’s shown in the table’s Slot Level 
column for your level. When you reach 6th level, for 
example, you learn a new Witch spell, Witch can be Ist 
or 2nd level. 


Additionally, when you gain a level in this class, you can 
choose one of the Witch spells you know and replace it 
with another spell from the Witch spell list, Witch also 
must be of a level for Witch you have spell slots. 


SPELLCASTING ABILITY 


Spell save DC = 8 + your proficiency bonus + your 
Wisdom modifier 


Spell attack modifier = your proficiency bonus + your 
Wisdom modifier 


MAGICAL SECRETS 


At 2nd level, you have aquired magical knowledge from 
a wide spectrum of disciplines. Choose two spells from 
any classes, including this one. A spell you choose must 
be of a level you can cast, as shown on the Witch table, 
or a cantrip. 

The chosen spells count as witch spells for you and 
are included in the number in the Spells Known column 
of the Witch table. 


POTIONCRAFT 


You become skillful at the art of harnessing magic 
through potions and tinctures. At 2nd level, you gain 
proficiency in using a Herbalism Kit and additionally 
gain proficiency in any kit or tools required to create a 
potion for the duration of the crafting. You also may 
ignore the requirement of needing to know a spell to 
create a potion that mimics that spell’s effect. (For 
example, you do not need to know the Haste spell to 
create a Potion of Speed). 


PLANEAR AWARENESS 


At 3rd level, your knowledge of magic that comes from 
outer planes of existance allows you to sense its 
prescence around you. As an action, you may sense the 
prescence of all Fiend, Celestial, Elemental and Undead 
creatures within a 60 feet radius of you. You may use 
this feature a number of times equal to your proficiency 
bonus regaining all uses at the start of a long rest. 


WITCHES COVEN 


When you reach 3rd level, you choose a coven to join 
Witch shapes the nature and methods of your 
understanding of magic. You may choose between the 
Covens of Malpractice, The Cauldron, The Straw Doll 
and the Baba Yaga. Your choice grants you features at 
3rd, 7th, 15th and 20th level. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level, and again at 8th, 12th, 16th, 
and 19th level, you can increase one ability score of 
your choice by 2, or you can increase two ability scores 
of your choice by 1. As normal, you can’t increase an 
ability score above 20 using this feature. 

Using the optional feats rule, you can forgo taking this 
feature to take a feat of your choice instead. 


Mystic ADAPTABILITY (OPTIONAL) 


Whenever you reach a level in this class that grants the 
Ability Score Improvement feature, you can change any 
number of known Magical Secrets representing a 
change of focus in your occult studies. 


ARCANE SWAY 


At 6th level you learn ways to make mana easier or 
harder to control in a pinch. When a creature makes a 
Constitution Saving throw to maintain concentration on 
a spell, you may use your reaction to impose advantage 
or disadvantage on the roll. You may use this feature a 
number of times equal to half your Wisdom Modifier 
(rounded down, minimum of 1) 


KNOWLEDGE SHIFT 


At 10th level, your knowledge of the arcane allows you 
to shift your focus of knowledge to other aspects of 
magic. Whenever you finish a long rest, you may replace 
one of your known spells with another from the Witch 
spell list. 


ARCANE DOMINANCE 


At 14th level, you may enforce your will onto the mana 
surrounding you to cleanse yourself of magical effects. 
As an action on your turn, you may end all magical 
effects on youself. This action can be used regardless of 
any magical abilities that force you to take a different 
action. (For example this ability would be able to 
remove the affect of the Crown of Madness spell even 
though the spell forces you to use your action to attack a 
creature) 


SUPREME MYSTICAL AWARENESS 


At 18th level, your awareness of all magical creatures is 
at its peak. You are always under the effect of the Detect 
Magic spell. Additionally, you are unable to be surprised 
by any magical or extra-planear creature (a Lich would 
be an example of a magical creature and a Balgura 
would be an example of an extra-planear creature) 


WITCHES COVENS 


Flavour Text 
COVEN OF MALPRACTICE 


More Flavour Text 


BLOODY MAGIC 


Through your unholy practice of the arcane you uncover 
the secrets of using the essence of other creatures to 
improve your magical ability. At 3rd level, when you are 
within 5 feet of an unconscious or dead creature you 
may use your bonus action to extract its essence into a 
number of vials equal to half your proficency bonus. You 
may use this function of Bloody Magic twice and all uses 
are replenished at the end of a long rest 


On your turn if you have essence vials available, you 
may use your bonus action to use one of the following 
abilities 


e You may regain 1 Witch spell slot by expending a 
number of vials equal to the slot’s level 

e You may expend 1 vial to impose disadvantage on 
the next saving throw a creature within 30 feet of you 
makes 

e The next time you cast a spell, you expend a nuber of 
vials equal to the level of the spell, if you do,the spell 
acts as if it was cast using a slot 1 level higher than 
the expended slot 


UNHOLY REANIMATION 


Your dark experiments allow you to unnaturally peirce 
the veil between life and death. At 7th level, You know 
the Revivify spell and may cast the spell without 
expending a spell slot by using 1 essence vial (you must 
still provide material components that are normally 
required for the spell) 


CEREBRAL HEMOSIS 


At 15th level, you unlock the secrets to use damned 
souls to increase your knowledge. When a creature 
within 30 feet of you dies you may use your reaction and 
expend a use of Bloody Magic to absorb their 
knowledge and gain one of the following benefits: 


e You gain proficency in a skill of your choice 

e You gain the ability to understand and speak a 
language that the dead creature could speak 

e You gain a part of the knowledge and memories that 
the creature had in life. You may ask the DM three 
questions about what the creature knew in life. the 
DM will answer each question as truthfully as 
possible given the creature’s knowledge about the 
question. 


These benefits last until the end of a short or long 
rest. 


CRIMSON INVOCATION 


At 20th level you are able to combine the energy of 
damned souls to create powerful magical effects. As an 
action on your turn, you may expend 5 essence vials to 
cast Wish. This wish can only be used to mimic a spell 
effect of 8th or lower level. You may use Crimson 
Invocation once per long rest. 


COVEN OF THE CAULDRON 
Flavour Text 


POTION SAVANT 


At 3rd level your research has made you more adept at 
crafting potions than the normal Witch. You may half 
the cost and working time to craft any potion. 


VOLATILE CONCOCTION 


At 3rd level you also learn how to quickly make a 
tincture that explodes when it comes into contact with 
the atmosphere. You may use your action to create an 
explosive vial that is able to be thrown up to 30 feet 
(which can be apart of the same action). Once the vial is 
thrown all creatures within 15 feet of where the vial 
lands will suffer 2d6 fire damage per level of spell slot 
expent. 


EXPERT CRAFTSMENSHIP 


At 7th level your potion craftsmenship is able to yeild 
stronger effects. Whenever you craft a potion of healing, 
your potion will be of one rarity higher than you 
origionally crafted it as. 


SPEEDY ADMINISTRATION 


At 15th level your studies have allowed you to find new 
ways to administer potions faster than normal. 
Whenever you would use your action to drink or 
adminsiter a potion, you may use your object interaction 
instead. 


OMNIMODAL TINCTURE 


At 20th level, you uncover the secrets of making strong 
potions with whatever you have on your person. As an 
action on your turn, you may conjure any potion you 
know how to create ignoring the cost and crafting time 
for the potion. You may use Omnimodal Tincture once 
per long rest 


COVEN OF THE STRAW DOLL 


Flavour Text 


DOLL MAKER 


At 3rd level, you are proficient in using weavers tools. 
Additionally, as apart of a short or long rest, you may 
use weavers tools to create a straw doll. This doll may 
act as your arcane focus and is needed to use all skills 
provided by this Coven. 


Voopoo HEx 


At 3rd level you are able to hex a creature with your 
straw doll. As an action you are able to choose what part 
of the creature you choose to hex. 


e Arms: Disadvantage on all Strength Rolls and halved 
carrying capacity 

e Legs: Disadvantage on all Dexterity Rolls and halved 
walking speed 

e Heart: Disadvantage on all Constitution Rolls and 
the creature is frightened of you until the end of their 
turn 

e Mind: Disadvantage on all Intellegence Rolls and on 
Concentration Checks 

e Soul: Diadvantage on all Wisdom Rolls and the 
creature is blinded until the end of their turn 

e Crotch: Disadvantage on all Charisma Rolls and the 
creature is silenced until the end of their turn 


All effects of the hex last until the start of your next 
turn. You may use this skill a number of times equal to 
your proficency bonus. All uses are replenished at the 
end of a long rest. 


PUPPET PLAY 


At 7th level, you may use your Voodoo Doll to take 
temporary control of a creature. As an action you may 
force a hexxed target to make a Constitution Saving 
Throw. On a failure, you may force the creature to move 
up to half their speed and make an attack against a 
creature of your choice. 


SUPERIOR RESONANCE 


At 15th level, your ability to hex people with your 
Voodoo Hex gets stronger. Your Voodoo Hex now lasts 
1 minute or until you lose concentration on it (as if you 
were concentrating on a spell). Additionally, you may 
choose to change the target of your hex as a bonus 
action (the type of hex does not change) 


RITUAL OF THE STRAW DOLL 


At 20th level, you are soo adept at using your straw doll 
that you are able to tether the life of a hexxed creature 
to your doll. As an action, you may force a hexxed target 
to make a saving throw of any ability score. if a creature 
fails 3 saving throws of different ability scores then they 
are reduced to 0 hit points. The ritual must be redone 
from the beginning if the hexxed creature is no longer 
hexxed. You may use this skill once per long rest. 


COVEN OF THE BABA YAGA 
Flavour text 


FOLKNOWLEDGE 


At 3rd level, your knowledge gained by studying the 
Baba Yaga allows you to know the origins of items. You 
are able to cast the Identify spell at will. When you use 
the Identify spell this way you are also able to determine 
the origin of an object. 


MONKEY’S PAW 


At 7th level, you are able to make an attempt to bargin 
with the Baba Yaga. You are able to have her replicate 
any spell of 5th level or lower. However, as a trade, the 
DM may provide a cost as an exchange for the help. 
(This cost may be a physical one or in the form of a 
task). You may use this skill once per long rest. 


CHICKEN HuT 


At 15th level, you are able to call on the legendary hut of 
the Baba Yaga to transport you across the world. As an 
action, you may provide an offering of food to the Baba 
Yaga equal to 20gp times the number of days it would 
take to travel a distance normally. Once this offering is 
taken, you and up to 6 other creatures are able to travel 
the specified distance within 1 minute. 


FOLKTALE’S FAVOUR 


Whenever you use your Money’s Paw ability, you may 
ask the Baba Yaga to produce any effect and ignore the 
spell level restriction and the cost provided by the DM. 
Once you use this skill you are unable to use it for the 
next 7 days. 


